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Abstract 
The Android Role Playing Game is the perfect way for the typical video game 
junkie to find quick and quality entertainment. It is an application that requires 
minimal resources from both the user and their phone. This application will allow 
the user to take control of a character of their choice and use said character to 
battle against endless hordes of enemies in their quest. 
This project will produce th~ ground floor level prototype of this application. The 
application will contain the core mechanics needed to produce the final version of 
this game. Once the game is completed at a later time it will be available for 
download on the Google Play Store free of charge. 
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